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We Don’t Sell Hardware 
We Don’t Sell Software 
We Sell Information 
We’re 

COMPUTE! 

The Journal For Progressive Computing™ 

In every issue of COMPUTE! you’ll find ap¬ 
plication notes, tutorials, helpful programming 
hints, editing and interesting programs you can 
type right into your machine and use. Because’ 
that’s \ypat we’re all about. We’re the resource’ 
magazine for owners and users of machines like 
the Atari™. 4pd we’ve been printing more Atari 
informatiopij^^f°fhan anyone else in the in¬ 
dustry. We established ^ur Atari™ Gazette as 
a part of COMPUTE! in our firstjissue in the 
Fall of 1979, and even though w^fe now a | 
monthly magazine, every issue of COMPUTE! 
has a healthy, growing section devoted solely to 
ybur computer. If you’d like to stop missing 
COMPUTE! our subscription information is j 
below. Mention this ad, and yve’ll throw in an 
extra issue on your subscription, no chmge. \ 
After all, we’re the resource. | 

US: 12 issues. $16.00 Canadorl2 issues, $18,OQ U.S. fundi, 

Surface Mail, All other countries: 520.00 U.S Funds 
COMPUTE P.O. Box 5406 Greensboro, NC 27403 USA 
Dealer Inquiries Invited • 919 275-9809 
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ATARI NEWS 


NEW SOFTWARE FOR FIRST HALF OF 
1981 

Two new games and a Nuclear Reactor Simula¬ 
tion face the ATARI owner! The big news is the 
release of ASTEROIDS and MISSILE COMMAND 
in the form of ROM cartridges for both the 800 & 


ATARI PERSONAL INTEREST SOFTWARE 
FOR 1981 - FIRST HALF 

A new language introduced for the 800 Sc 400: 
PILOT. PILOT (Programmed Inquiry, Learning or 
Teaching) is an educational language that is very easy 
to learn. This cartridge uses the graphics and sound 
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NEW PRODUCTS.... 


Mosaic Electronics 
Box 748 

Oregon City, OR 97045 
"The MOSAIC 32K Ram Board can be used on 
both the ATARI 400 and 800.” Used on a 400 you 
can use disk storage, and on an 800, the system will 

up'. The board can be user installed in the 400 and 
just inserted in the 800’s connectors behind the 
ROM 10K board. To be available February, 1981. 


Automated Simulations 
1988 Leghorn Street 
Mountain View, CA 94049 
Soon to be available from Automated Simulations 
are Adventure type games to run on the ATARI 
computers. These games are very heavy into graphics 
and the ATARI versions will utilize this with great 
detail. The first game to be marketed, "The Date- 
stones of Ryn”, will be cassette based, probably re- 

ANALOG 400/800 Magazine 
P.O. Box 23 
Worcester, MA 01603 

the ATARI Music Composer cartridge will be ready 
for shipment in March, 1981. Containing themes 
from popular films, including many science fiction 
opening scores. Films include Close Encounters, 
Star Wars, Battlestar Galactica, Live & Let Die, and 
The Empire Strikes Back. 


ANALOG 400/800 Magazine 
P.O. Box 23 
Worcester, MA 01603 
An advanced Adventure program will be available 
in March requiring a 40K RAM system and 810 disk 
drive. No graphics are involved, however the game 
will use up to 60K of disk files providing the player 
with many hours (or weeks) of playing time. The 


Electronic Specialists 
171 S. Main Street 
Natick, MA 01760 

ELECTRONIC SPECIALISTS’ recently an¬ 
nounced SUPER ISOLATOR is designed to con¬ 
trol electrical pollution. Incorporating heavy duty 
spike/surge suppression, the SUPER ISOLATOR 
features 3 individually dual-Pi filtered AC sockets. 
Equipment interactions are eliminated and dis- 
ruptive/damaging power line pollution is con¬ 
trolled. The SUPER ISOLATOR will control 
pollution for an 1875 watt load. Each socket can 
handle a 1000 watt load. Severe AC Power Line 
pollution can be controlled with the MODEL ISO-3 
SUPER ISOLATOR for $85.95. 


"TRIANGLE” Graphics Demo 

Note: hit any key to stop 


MMnUCS 23 
15 E=WK300«tXl» 


23 C=1 
36 COOP C 
35 6=39 
46 6=79 

45 FOR S=1 TO D SUP E 
50 FOR X=fl TO B STEP -2 
55 PLOT 88,ft-X 
66 DRflUTO 80*X, IKKIVS) 
65 DRflUTO 86.X 
76 DRflUTO 36-X.IHT(fVS) 


96 KXT X 
95 00+1 
100 fCXT S 
105 SHCOLCR 0,1,2 
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Porlez-vous Pascal ? 


COMPUTER LANGUAGES 

By Charles Bachand 

Picture if you will two doctors huddled together in 
a comer of a hospital cafeteria talking shop. As you 
approach these two learned men and try to listen in 
on their conversation, you will no doubt become 
confused and bewildered by the terminology used. 
Items such as scalpels, hemostats, and respirators 
will probably have little meaning to you. These terms 
are foreign to you. It is as if you had just arrived in 

they perform different functions, different jobs. 

Meanwhile, back at the hospital, a dentist joins 
our two colleagues in the cafeteria. He is much more 
at home in this setting than we will ever be, but he is 
not completely accepted as an equal. The dentist 
would like nothing better than to talk about cavities 
and molars and the cleaning of teeth, whereas our 
two friends are busy discussing heart transplants and 
kidney operations and Mrs. Smith in room 31A who 
has a terminal case of bad breath. We see that the 
dentist is left out of the conversation. Not because he 
isn’t a doctor, but because he wants to talk about 
dentistry, a different dialect of the language of 


The analogy could have been made using 
carpenters and plumbers, cowboys and indians, or 
even Laurel and Hardy. But the points to stress are 
that there are many different languages and there are 
many different dialects within any given language. 
This goes for computer languages as well as for hu¬ 
man languages. There are many different computer 
languages. There are many dialects within any one 


Differences in computer languages are mosdy 
brought about by their use or function. FORTRAN, 
for example, (its name stands for FORmula TRANs- 
lation) was designed for use by scientists. In fact, 

computers back in the 1960’s. In those days, 
computers were made of tubes and transistors 
instead of the large scale integrated circuits used in 
the mini and micro computers of today. And 
because scientists use numbers extensively, 
FORTRAN was designed with number handling in 
mind. It is a great language for processing large 
quantities of numbers, what is called number 
crunching. It can work with integers (whole 
numbers), real numbers (floating point numbers), 
and complex numbers (imaginary). 


FORTRAN example: 

C - READ THREE NUMBERS AND PRINT 
THE SUM. 

C - READ (5,100)X,Y,Z 

100 — FORMAT(3F10.2) 

SUM=X+Y+Z 

WRITE(6,200)SUM 

200 - FORMAT(F10.2) 

STOP 

END 

Differences in computer languages, and especially 
among the different dialects can be caused by the 
wide range of hardware used in todays computer 
systems. ATARI software is geared heavily towards 
color graphics and sound effects. A Radio Shack 
TRS-80 does not have the software to run such 
devices because it does not have the necessary hard¬ 
ware. It would be a waste of time for everyone in¬ 
volved to write software for hardware that is not 
available. 

The only thing that FORTRAN is not very good at 

elementary string handling abilities, but they are 
mosdy for labeling the printed data. It is just not very 
good at handling more complicated string manipula¬ 
tions. This brings us to another very important 
language. 

Its name is COBOL. If there are any loyal fans of 
the now cancelled and sorely missed television series 
"BATTLESTAR GALACTICA” reading this, they 
will no doubt think that I am talking about the planet 

on which all human life is supposed to have evolved. 

However, since I am talking about computer 
languages, I must mean COBOL (COmmon 
Business Oriented Language). 

COBOL is not a very good language for number 
crunching. It was not meant to be. Instead it keeps 
inventories for department stores, prints out reports 
on productivity, updates medical records for 
hospitals, as well as other business activities. 
COBOL is designed for a business environment, 
unlike FORTRAN which is geared towards scienti¬ 
fic applications. It is a very wordy language. You can 
read a COBOL program like a chapter in a book and 
understand what is going on. 

COBOL example: 

START. 

OPEN INPUT MASTER-IN OUTPUT 
MASTER-OUT. 

NEXT-RECORD. 

READ MASTER-IN RECORD AT END GO 
TO FINISH-IT. 
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MOVE HOURLY-RATE IN PAYROLL-IN advantage of ease of program modification and is 

TO HOURLY-RATE IN PAYROLL-OUT. MOVE very easy to learn. 

HOURS WORKED IN PAYROLL-IN TO BASIC example: 

HOURS-WORKED IN PAYROLL-OUT. 10 REM ACCEPT 3 NUMBERS AND PRINT 

MULTIPLY HOURLY-RATE IN PAYROLL- THE SUM 

OUT BY HOURS-WORKED IN PAYROLL-OUT 20 REM 

GIVING PAY-CHECK. WRITE PAYROLL-OUT. 30 INPUT A.B.C 

GO TO NEXT RECORD. 40 LET S=A+B+C 

F1NISH-IT. 50 PRINT S 











JANUARY/FEBRUARY 1981 


notation or hex for short. While decimal numbers same thing. 


are represented by the digits 0-9, hex numbers have 
16 combinations. The possible hex digits are 0-9 and 
A-F. So our JSR and STA from the description on 
mnemonics which were represented in decimal as 32 
and 141, become 20 and 8D. The second is an 
Assembly language version of the first. Notice how 
much easier it is to comprehend what is going on 
over the machine coded version. This program will 
run a thousand times faster than BASIC doing the 

Machine code example: 

A5 01 18 65 02 85 03 

Assembly language example: 

LDA 1 ; LOAD LOCATION 1 
CMC i CLEAR CARRY BIT 
ADC 2 ; ADD IN LOCATION 2 
STA 3 ; PUT IN LOCATION 3 
Listing from ASSEMBLER: 

A5 01 LDA 1 ; LOAD LOCATION 1 
18 CMC ; CLEAR CARRY BIT 
65 02 ADC 2 ; ADD IN LOCATION 2 
85 03 STA 3 ; PUT IN LOCATION 3 


Pascal example: 

PROGRAM DEMO; 

VAR 

X,Y,Z,SUM:INTEGER; 

BEGIN 

(★REPEAT UNTIL SUM = 0 ★) 

REPEAT 

WRITE CENTER THREE NUMBERS!’); 
READLN(X,Y,Z); 

SUM := X+Y+Z; 

WRITELN (’THE SUM IS’,SUM) 

UNTIL SUM = 0 
END. 

An article for a computer magazine is a very easy 
thing to write. In only a couple of days you are on 
your way to fame and fortune. Well maybe not 
fortune, but just think of how proud you will be 

and Uncle, why you bought the computer in the first 
place, you produce the issue of ANALOG that 

to write and show it to them. They will be so 
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flUerssWare for your ATARI® 

MIND BOGGLERS-I 

‘ THOUGHT PROVOKING MIND BOGGLERS K»rou» atasi® 400 oe am 



A strategy game in which you and your 
computer fight for control of the board. 
Based on the popular game Othello™. A 
challenge at any level of play. Features 
computer vs. player, player vs. player or 
computer vs computer. 


Shoot rays into the mystery box to find the 
hidden atoms. Increase the number of 
atoms to increase the difficulty but don't 
hide too many or your mind may be 
permanently boggled. 


ALL THREE GAMES FOR ONLY 
515.95 CASSETTE OR $19.95 DISK.' 
'Requires 16K cassette or 24K disk 


MIND BOGGLERS 

□ Cassette 

□ Disk 


HUerss Ccmputinq, inc. 8e 
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A PERFECT MATCH 

The KURTA™GRAPHIC TABLET 
and the ATARf®800 



• CALCULATION OF AREAS (any shape) 

• ROAD MAP DISTANCE ANALYSIS (in miles or kilo- 


This entire package is available for only an additional 
SI 00.00. For more information about the KURTA 
Graphic Tablet and the Package, see your nearest 
computer dealer or distributor or contact us directly. 


HURTfi 


'CDRPOHPTIOn 
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SOFTWARE REVIEW: 

MOUNTAIN SHOOT 
Adventure International 
P.O. Box 729 
Casselberry, FL 32707 
16K Cassette $9.95 

Mountain Shoot is a two player shoot-em-up 
games that pits one player against another. As the 
name implies each player must shoot at their 

height, width, and location of the mountain and 
cannon locations differ with each game, after games 
the player with the highest score wins. Players take 
turns plugging away at their opponent. Sound easy? 
Not really. You must determine the angle (<>«) and 
the amount of powder £-14) needed to reach your 
opponent’s cannon. If that’s not enough, you have to 
compensate for the wind speed, that comes from the 
east or the west. The game has three levels afplay and 

difficult game level has the strongest winds and most 
I was impressed at the way the audio track was 

instructions at the beginning of the game. However, 
after the first couple of times I loaded it, I found 


myself becoming a little impatient, and, therefore, 

gripe I have against the game is that each player must 
use the keyboard to enter the powder number and 


e sure that you’re very friendly with 
I’re playing against (or would like to 
ith players have to be positioned close 


Mountain Shoot has 
colors with every level of ] 
Well worth the $9.95 pr 



Zapata Microsystems 


Computer Products & Services 
P.O.BOX 401483. GARLAND. TEXAS 75040 (214)494-4433 


ATARI SOURCEBOOK 


SOFTWARE - HARDWARE - PERIPHERALS - PLOTTERS - PROGRAMING AIDS 
The ATARI SOURCEBOOK has everything you need for your ATARI PERSONAL COMPUTER SYSTEM. 

Recreational. Business. Educational. Engineering. Personal Management Software from: 
Adventure International.-Color Software.-Compumax..Eastern House..duality Software 
Image Computer Products.-Macrotronics..Programma International--Thesis Software. ■ 
Sebree's Computing--Personal Software..Program Design.-Artsci--Kinetic Designs.. 

Atari Inc.-ZMS Software-.Kemco Software--Code Works.-Watanabe--and others. 

The ATARI SOURCEBOOK has complete product descriptions and specifications. 

Super special discounts on many items- Send SI.DO refundable with first order- 

ZAPATA MICROSYSTEMS - P.O.Box 401483 K - Garland Texas 7SD40 - <2141 434-4433 













JANUARY/FEBRUARY 1981 


ANALOG 


PAGE 19 


SOFTWARE REVIEW — IRIDIS #2 Tutorial 
The Code Works 
Box 550 

Goleta, CA 93017 
805-967-0905 

This software package was the first major, high 
quality piece of software received at the ANALOG 
offices. What it basically does, is alter the character 
generating of the ATARI computer. The standard 
character font (style of lettering) in the ATARI is 
hardwired into the system — but this program 
overlaps it allowing you to design, save, and use your 
own custom created characters or graphic shapes. 

FONTEDlTis the program that allows you to do 
what I have just described, and it really is ''friendly 
and easy to use.” The layout on your screen consists 

of dots, with an expanded version of the character 
you are altering, set in that box. On a 15"screen, the 
letter 'A’ for instance, is about 2" high. To the right 
of this box, are several repeated lines of the character 
being altered, to give you an idea of how that 
character would appear surrounded by characters its 
own size and shape. This is to prevent you from 
making characters so large they make contact with 
others (unless you want to do this). Below this is a 

shapes, and the other characters' (!@#$%, etc) 
produced by the ATARI. You move your joystick to 
the character you want to change, hit the red button, 
then modify that character on the "dotmatrix” in its 

other letter on the screen will change with it. As you 
alter the letter 'A’, all the upper case A’s on the 
screen (ex: the A’s in the word ATARI), will change 
also. When finished changing a character, just push 
the joystick button again and move on to another 

Along the right hand side of the screen, are a list of 
commands allowing you to copy characters, edit 
them, erase all you have done and start from scratch, 

the letter *A’ slightly to the right), and save/load 
your own fonts. As you load a previously saved font, 
a cursor rapidly moves about the screen changing the 

B’s next, and so on. This happens very fast and in just 
a few seconds your entire character set is new! You 
can list the FONTEDIT program in your new set to 
see how it looks in "large quantity”, but when you 
hit "System Reset” or load a new program, this new 
font will be deleted and the standard set will replace 

placed at the end of one of your own programs 
requiring your special font, will load your font up 
and you can use it without having to run the entire 
FONTEDIT program again. Also two pre-written 
fonts include a computer letter design, and a fancy 
version of the ATARI characters. 






















World Class 


Your ATARI is a world class personal computer. But you 
need great software in order to exploit its capabilities. 
And you need information about how it all works. 
IRIDIS is a series of software packages that will help you 
enjoy and understand your ATARI more fully. The 
programs are outstanding, just as you would expect from 
the people who have published 23 issues of the widely 
acclaimed CURSOR Magazine for the Pet since 1978. But 
IRIDIS is more than just a collection of excellent 
programs. IRIDIS #2 comes with a 56-page manual that 
has clear, detailed explanations of how each program 
works. The explanations tell you line-by-line what each 
program does, and how it does it. 

IRIDIS and your ATARI: A winning team. World Class! 



ATARI is 


I ATARI, 























































MAZE RIDER 


Did you ever get that hemmed in feeling? Your job 

sight? Or you just can’t stand closed in places? Or if 
driving through anything that resembles New York 
City puts you into shock, this game is probably not 


Requires 16K 

10 REM m MOTORCYCLE MAZE RIDER 
15 REM COPYRIGHT 1980 C.BACHAND 
50 GOSUB 5000 GOSUB 4000’PRINT " 
TING MOTORCYCLE MAZE” 

88 XC=IMT(RHOC 2 >*( < WIDTH-3 V2)» 
85 YC=IHT< RMX 0 XK (LENGTH-3 V2 >) 



















JANUARY/FEBRUARY 1981 


ANALOG 


PAGE 27 


610 FOR YC=0 TO 6'P2=NR(1,YC>'IF P2=2 TH 
EH GOSUB 670 

612 IF NOT P2 THEN POP 'GOTO 670 
615 X1=P1 : X2=PEEK( XPNT+YC)'P1=X2 
628 IF FEET AND YC THEN IF P2=3 AK) NR(1 
/YC-1>=3 TFEN PLOT 79,PEEK(YPNT+YC-1 )DR 
AUTO 79,PEEK(YPNT+YC) 

630 FOR XC=8 TO 2 STEP 2'IF XC THEN Xl=l 
58-X1 X2=158-X2 

635 XD1=X1/2'XD2=X2/2'IF HKXC,YC> THEN 
650 

640 PLOT XI,XD1 : DRAWTO X2,XD2PL0T XI,79 
-XD1'DRAWTO X2,79-XD2 : G0T0 655 
650 PLOT XI,XD1 DRAWTO X1,79-XD1'PLOT XI 
,XD2'ORAWTO X2-XD2'PLOT X1,79-XD2'DRAWTO 
X2,79-XD2 

652 IF MK1,YC+1> THEN DRAWTO X2,XD2 

654 GOTO 660 

655 P2=NR<1,YC+1)'IF P2=0 OR P2=2 THEN 0 
RAHTO X2,XD2 

660 IF FEET THEN IF YC AND NR(XC,YC>=3 T 
HEN PLOT 79,PEEKYPNT+YC)'DRAWTO XI,PEEK 
(YPNT+YC) 

665 NEXT XC'NEXT YC'IF NOT MK 1,7) THEN 
IF NR<0,6> OR NR<2,6) THEN PLOT 79-39'P 
LOT 79,40 
668 RETURN 

670 PLOT X2,XD2'DRAWTO 159-X2,XD2'PL0T X 

2,79-XD2'DRAWTO 159-X2,79-XD2'RETURN 

1000 SOUND 1,250,2,SND*4'C0L0R 1 = MAF-ADR 

CMAP#> = IF TOl THEN 1020 

1015 FOR XC=-1 TO 1= FOR YC=0 TO 7'NR(XC+ 

1, YC >=PEEK( MAP-K HY+YC XK40+MX-XC )' FEXT YC 

'NEXT XC'A$=*SOUTH"=GOTO 1058 

1020 IF TO-1 THEN 1030 

1025 FOR XC=-1 TO 1 'FOR YC=B TO 7-HWXC+ 

1,YC>=PEEK MAP-KOY-YC XS40+MX+XC)=NEXT YC 

'NEXT XC'A$=“NORTH" GOTO 1050 

1030 IF S<>-1 THEN 1040 

1035 FOR XC=-1 TO I FOR YC=8 TO 7 FRCXC+ 

1, YC )=PEEK MAP+( MY-XC H40+MX-YC) FEXT YC 

'NEXT XC'A$=“WEST" GOTO 1050 

1040 IF S<>1 THEN 1050 

1045 FOR XC=-1 TO I FOR YC=0 TO 7'HKXC+ 

i, yc >=peek< mapk rry+xc »40+hx+yc >= fext yc 

'FEXT XC'A$="EAST“ 

1050 GOSUB 600POKE 77,0 
1060 IF STRIG(0) OR MAPSW=0 THEN 1065 
■*1061 IF P3>2 THEN SOLID 0,50,12,6'PRIHT 
■■'♦►TFREE LOOKS IS YOUR LIMIT” FOR 1=1 T 
0 100'NEXT I'GOTO 1065 

1062 GOSUB 4000'P3=P3+1'SETCOLOR 1,0,14' 
PRINT "*>CFECK MOTORCYCLE 11A2E MAP r,P3 
'G0SU6 3000 

1063 FOR X=1 TO 10'FOR P=1 TO 4'FOR 1=1 
TO 10'NEXT I'COLOR P'PLOT MX,MY NEXT P N 
EXT X'SOUND 0,0,0,0 GOTO 1000 


1065 SOUND 0,0,8,0'P=STICK(0)'IF P=15 OR 
P=5 OR P=6 OR P=9 OR P=10 THEN 1060 
1070 IF P=14 THEN FtX=FK+S' MY=MY+T = SOUF® 
0,120,6,SFCK6'IF NOT PEEKMAP+MYT40+MX) 
TIEN MX=ttK-S'MY=MY-T'P=0 
1088 IF P=13 THEN rK=MX-S'MY=MY-T'SOUND 
0,120,6,St€*6 IF NOT PEEK(MAP+MY*40+MX) 
THEN MX=MX+S' MY=MY+T' P=0 
1090 IF P=7 OR P=ll TFEN P1=S'S=-T'T=P1 
1100 IF P=ll THEN S=-S'T=-T 
1110 IF P=0 THEN PRINT "MFHCRASH!!"'FOR 
P=15 TO 0 STEP -1'SOUND 0,120,12,P'FOR 
1=1 TO 5'FEXT I'NEXT P'P=0MS=0 
1120 I=MAP+MYt40+MXIF PEEK I )=2 THEN 20 

1130 POKE I,3'IF P TFEN 1008 
1140 GOTO 1060 

2000 PRINT ■'St ► «* YOU ARE FREE W“ ' 
FOR X=1 TO 5'FOR Y=200 TO 0 STEP -4 
2010 SOUND Z,Y,10,X*3'NEXT Y'FOR 1=1 TO 
4'PLOT RMX0)tl59,0'DRAWTO RNO<0)*159,79 
NEXT I'NEXT X'SOUND Z,Z,Z,Z 
2020 FOR 1=1 TO 100'FEXT I'GOSUB 4000'PR 
INT *Ml»* YOU'RE FINAL MAP «*"'GOSUB 
3008'POKE 752,0'EFC 

3000 MAP=ADR(MAPI) FOR Y=3 TO LENGTH-2'F 
OR X=3 TO WIDTH-2 COLOR PEEK MAP+Y*40+X) 

3010 SOLID 0,290-Y*14-X,18,6'PLOT X,Y'NE 
XT X'NEXT Y : RETURN 

4800 GRAPHICS 3'C0L0R l'PLOT 1,1'DRAWTO 
WIDTH,1 DRAWTO HIOTH,LENGTH DRAWTO 1,LEN 
GTH'DRAWTO 1,1'POKE 752,1'RETURN 
5000 GRAPHICS 2'SETCOLOR 1,0,14'PRINT 16 
;" / i»otorc»cla PRINT I6i" / »aze 

rider- V'PRINT #6'0PEH #1,4,0,“K'" 

5002 WIDTH=39'LENGTH=19'DP=96 D2=DP*8 

5003 DIM MAf > t(880),AK5),CKl ),NR<2,7) 
5010 PRINT #6PRINT #6'P RINT #6; 11 IS ANAL 
OG 400/S00 Iff'PRINT #6; “ l*m naeaTinTfl 
US''PRINT #6 

5040 PRINT "5* DO YOU WANT TO LEAUE A 
TRAIL";'GET *1,A=IF CHRt(A)="Y" TFEN FEE 
T=1 

5050 PRINT “i\* DO YOU WANT EXTRA PASSA 
GES", 'GET #1,A : IF CHR«A)=“Y" TFEN EXTRA 
=1'GOTO-5060 

5060 PRINT "5* DO YOU WANT TO USE THE 
MAF”;'GET #1,AIF CHR$(A)=*Y“ THEN FWSW 
=1 'GOTO 5070 

5070 PRINT "t* 00 YOU WANT MOTORCYCLE 

SOUND";'GET #1,A = IF CHR$(A)="Y" TFEN SNO 
=1 

5080 RETURN 

6800 DATA 0,28,46,60,68,74,78 



GRAPHICALLY 

SPEAKING.'".”;. 

PIXELS 

Most microcomputers (such as Radio Shack, 
Apple, and Atari) use a television screen instead of 
paper; and the screen is divided into thousands of 
little rectangles, called pixels. The pixel in the 
upper-left comer of the screen is called pixel 0,0; just 
to the right of it is pixel 1,0; then comes pixel 2,0; 
etc. Underneath pixel 0,0 is pixel 0,1. Here are the 
positions of the pixels: 

pixel 0,0 1,0 2,0 3,0 4,0 5,0, etc. 

pixel 0,1 1,1 2,1 3,1 4,1 5,1, etc. 

pixel 0,2 1,2 2,2 3,2 4,2 5,2, etc. 

pixel 0,3 1,3 23 3,3 4,3 53, etc. 

Each pixel’s name consists of two numbers. The 


example, to change bucket 2 to pink (hue 4, 
luminance 12), put this command into your 
program: 

50 SETCOLOR 2,4,12 

It means: set the color of bucket 2 to hue 4 and 
luminance 12. If you give that command, everything 
you paint by using bucket 2 will be pink. Moreover, 
the command works retroactively: everything that 
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Graphics Mode 3 ( 4COLDRS ' 273BYTES )&Mode0(sLUMiNANCE-TEx E T S ) 



i Mode 8 i 


1 display only. 
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SOFTWARE PROFILE — ATARI STOCK & 
BOND ANALYSIS 

By Peter Pappas 

With the recent developments in the computer 
field, it was only a matter of time before they would 
become available to the small businessman. ATARI 
has created a line of programs for their 800 
computer system, which more than meet the needs 
of a businessman who could use a more organized 
system of investment analysis. ATARI’S Investment 
Analysis Series of programs can be used by the small 
businessman or firm, to provide them with a 
personal analysis of current investments and to assist 

make in the future. The Bond Analysis and Stock 
Analysis programs are two facets of this program 

The Bond Analysis program will allow the 


a total investment analysis package. The 
are not intended to offer the investor 

ite calculation of (a) his 1 


le, price and accrued intere 


>nd, (b) the arithmetic 
of your stocks. All of the 


stocks and bonds. Extraneous material is not taken 
into account in this program. 

As a final note, it is important that the investor 
understand exactly the data which these two 
programs provide. Utilizing the ATARI 800 com¬ 
puter, these programs provide an analysis of either a 
stock or bond. They do not project the future for 
your portfolio. They can not tell you whether your 
stock will split or fall. All these programs do is 


provide the user with a means through which 1 
compare different portfolios in a simple and acc 
format which will also provide him with certaii 
sequential calculations. Therefore, if you’re in 
of a means with which you can organize, analyzi 
compute certain information for investment ar 
purposes, then the ATARI Investment an 
program series should fit all your invest 
analysis needs. □ 


ATARI’S Mailing List pi 
based address keeper and so 
saving and loading 'files’ 
recorder. However, by delet 
gram, the built in disk f 


> rates. These programs base 
OC^hile the Bond Analysis 

; Stock program performs 
*r your stock portfolio. This 


eriod of time and a projected analysis of your 
intrinsic value and growth rate. Both of these 
ns take your information and project it over a 


te. Aspects of the actual economy do not aff 
imputer’s analysis of either your bond or 
>rtfolio. Therefore, the careful investor j 


for ai , 


it feature < 


i Maili 


d you choose. A field can 
last names, middle initials, area codes, or any of 
e nine lines of data you supplied the computer. For 
ample, if the zip code field is chosen for sorting, 
the program will run through its memory selecting 
’ ' ” ath the same zip as the one 

ill the computer to list all 
zip codes greater than the one you 
, or all zips but the one you picked, 
iger to do as the files it must search 
in number. Besides numerical sort- 

‘rting wi. 





ie field, thi 


;d by the computer, ‘LT’ (for 
less than) and the program will search through 

the first character. 

Another variation on the program cassette’s other 
1 " n'field’labels. 


Replace 'Street’ witl 
this Mailing List program as a smau in 
Two methods of hardcopy printing 


t 'Part Nunn 


fill the needs more than adequately (available or 
sette for $19.95 list, requires 24K RAM + 
Recorder). □ 
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EDITING LOCK UP? Have you ever wished that it was possit 

Have you ever spent hours working on a program, your Atari how it was feeling? Well, below i 

editing and deleting lines or words only to be re- which can help give you an idea of you 

warded by having your ATARI lock up on you? health. 

With no alternative left but to turn the power off and It’s actually a very simple program whic 
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Users’Groups 

Monterey Bay Atari Users' Group 

P.O. Box GH ■ 

Pacific Grove, CA 93950 


Atari Computer Enthusiasts 
3662 Vine Maple Dr. 
Eugene, OR 97405 


Atari Users Group 
c o Russell A. Grokett, Jr. 
401 Monument Rd. #171 
Jackonsville, FL 32211 

Starfleet 

8353 Zephyr St. 

Arvada, CO 80005 

Bay Area Atari Users’ Group 
c/o Foothill College 
12345 EL Monte Rd. 

Los Altos Hills, CA 94022 


TALK TO ANALOG THROUGH * 

COMPUSERVE: Jj 

Messages may be left through EMAIL, if you have di 
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In the Spotlight 

PERSONAL 


software 

6660 Reseda^Blvd. 

Suite 105 

SOFTWARE REVIEW — VISICALC 

You have more than likelyheard of VISICALC (if 

(213)-344-6599 

out lot certain "is to'try'it'out "ihere :have been m 

This section will keep you up to date on those 
companies producing good products at service we 

much. I CAN tell you that this program has been 
invaluable to ANALOG^ assisting us to determine 

feel is better than average. To qualify, the software or 
hardware must be bugfree (no problems or defects), 

print. The program can do many things besides: sales 

tion’. The latter may be difficult to identify, many 
times a problem such as this isn’t detectable ahead of 

taxes, and much more. 

Learning to use VISICALC may seem like taking 

Another Computer Company’ (JACC), disappeared 

— plan on spending some time with it. Tfre 'screen’ 
consists of a matrix with hundreds of locations you 

What I have seen from "Quality Software” thus 

What I thought was nice of them involved the 

or labels. When you need a calculation, it takes place 
very fast, and by changing one variable, the results of 

initial release of the game, QS had a number of re¬ 
includes this feature. Tank Trap’ at first glance 
looks simple and non-exciting, however after one or 
two games, see if YOU can^ turn the ^game^off! 

bit of time. 

To run this you will need 32K (although Personal 
Software recommends 48K), a disk drive, and 

The package consists of the VISICALC disk, a work¬ 
book from which you learn how to use VISICALC, 
and a small reference card with a summary of the 

found in this issue). 

The version of backgammon they produce uses 
graphics mode zero. When Bob Christiansen wrote 

400SldSOaUte meant it had^ofitinsSK or" iLs, 
however the graphic characters are used to making 
up the board. This game is written in QS’s own 
Assembler language, which they market also. Their 

commands. 

This is a handy program to have at home, and I feel 
an invaluable one for business. While you can get by 
without it, I suppose you can get by without a tele- 

assembler is great to add routines in BASIC pro¬ 
grams, making things run faster and smoother. Also 
marketed is a disassembler. And soon to be released, 

'QS Forth’, a new language to micro-computers, and 
a fairly complex one. You can define your own 
’labels’ for commands and the QS version allows for 

ATARI Color Rainbow 

Displays all 128 colors on your screen! 16 colors 

Note: hit 'SYSTEM RESET’ to stop 

$79.95 on diskette 0 ^ 

With Quality Software, when you order software, 

stand behind what they sell.D 

18 DIN C$124) P * E 752 0*»U2S 

28 FW 1=1 TO 24 

38 REH) D 

48 C$(I,I)=CH»(D) 

58 hCXT I 


78 DC 

188 DfiTR 162,8,173,11,212.281.32,288,243,141 

118 DfiTR 18,212,142,24,208,232,232,288,246,142 

128 DATA 24,288,240,232 
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LUNAR LANDER 
Prodata Group 
P.O. Box 2464 
Fullerton, CA 92634 
$11.75— 16K Cassette 

I have always been a sucker for space and science 
fiction related games, and Prodata Group’s Lunar 
Lander is no exception. Anyone who has visited an 
arcade will no doubt be familiar with this program. 
One of the things which I felt was lacking in this 
version is the use of a star field, which if added would 
give the game more realism. The addition of a star 
field should be an easy task for any knowledgeable 

Once the program is loaded, the next thing to do 
would be to type in "RUN” and then hit 
"RETURN”. Fine, however I had the feeling that I 
was being rushed. As soonas youhit "RETURN^, 

starting along its descent. I would like to have seen 
the use of a title along with a couple of skill level 
options listed at the beginning of the game. 

The ship always starts its descent at position 10,10 
(graphics mode 7.) The object is to maneuver your 
ship to an ideal location on the lunar surface, and 
make a soft landing before exhausting your fuel 
supply. I have found it next to impossible to reach 
the surface with the amount of fuel allocated in this 
program, so I have therefore changed the program to 
give myself 200 units of fuel instead of the usual 50. 
This now gives me a chance to complete a game 
without destroying my ship. The joystick control is 
used for thrust and ship direction. Moving the stick 
up adds thrust, and down naturally lessens the 
amount of thrust. Moving the stick to either the right 
or left controls the horizontal thrust and horizontal 
direction. One feature which I found to be very 
appealing was the addition of information in the text 
window which keeps you updated on the thrust (0- 
11), vertical velocity, horizontal velocity, and 
amount of fuel. 

In the arcade version, when your ship is close to 
the lunar surface, the screen automatically changes 
to give the viewer a close up of the terrain where die 
ship will try to land. In this program, you must wait 
until your ship reaches an area that is below two 
yellow lines located just above the surface. Once 
your ship is below these lines, you must push the 
joystick button which will then change the screen to 
the close up view of the surface. If you happen to 
misjudge your position and press the button too 
soon or too late, you may find yourself crashing into 
the lunar surface. Speaking of crashing, if you find 
yourself in this unfortunate position, there is a very 
realistic crashing sound along with the word CRASH 
printed at the bottom of the screen (a nice feature if 
you’re playing late at night and don’t have the sound 
on.) If you are lucky enough to land your ship safely, 


you will be rewarded with a CONGRATULA¬ 
TIONS. This is an enjoyable program which should 
be fun for the whole family. TTie only thing that I felt 
should have been added were the star field and skill 
levels that would give the player a greater amount of 
fuel. All in all, good clean fun. □ 


"PRETTY” Graphics Demo 

Note: after completion, hit any key to clear 


10 DEG 

28 GRAPHICS 24 
30 COLOR 1 
40 SETCOLOR 2,0,8 
38 FOR 1=1 TO 368 STEF 1 5 
68 X=319*I/360 
78 Y=80*88*SIN<I> 

88 IF I >270 T1€N 188 
98 FLOT 0,0 
108 DfiflfTO X,Y 
118 IF I<90 TVCH 138 
128 DRfltfTO 319,159 
130 «XT I 

148 IF PEEK(764)<>255 T1CN DC 
150 GOTO 148 


SWIRL — AN ANIMATED GRAPHICS 
DEMO 


16 C=8:Q=1: SETCOLQR 1,5,5:DEG 
28 Xl=90:YI=50:®flPHICS 23 
38 PLOT XI,YI 
48 FOR 1=1 TO 1000 STEP 5 
50 GHRIHF Q>3.5 TOM CM 
60 COLOR Q:R=I/10:T=I 
70 X=R*C0S(T>: , /=R 5 *SIN<T> 

80 IF V+YK8 TICK 148 

90 PLOT X+XI,Y+YI 

100 X=(I*C>/16«a)S<K*90) 

110 Y=CI*C)/16*SIN<K496) 

128 DfiflJTO X*XI,Y*YI 
138 1CXT I 

140 SETCOLQR 2,8.2:SETC0L0R 1,8,5 
156 SETCOLOR 0,8,8:QOSUB 210 
160 SETCOLQR 0,8,2:SETCOLOR 2,8,5 
170 SETCOLOR 1,8,8:G0SUB 210 
180 SETCOLOR 1,8,2:SETCOLOR 0,3.5 
198 SETCOLQR 2,3,8:G0SUB 210 
208 GOTO 148 

216 FOR K=1 TO 13:HEXT K:RETURN 







WITH THE ATARI 800 AND VISICALC,’ 
DEVELOPING BUSIHESS PLANS FOR APRIL 
WON’T TAKE YOU UNTIL JUNE. 






refiguring everything. Even with the 
best memory calculators. 

But an ATARI 800 Personal 
Computer and VisiCalc software 
program can make hundreds of 
business calculations just by press¬ 
ing a few keys. 

VisiCalc is a versatile, easy-to- 
use electronic ledger book that lets 
you tailor its powerful calculating that have 
ability to your business needs. And 
you don’t have to know anything 
about computer programming to 
use it 

FAST FORECASTS 

What happens when you’ve 
figured your profit projection for next 
month and you find out shipping 
costs went up one percent? You have 
to recalculate everything The Atari 

With the Atari 800 and VisiCalc, 
you just enter the new variable and 
your profit projection is automatically quit at 5 pm. 


AT YOUR FINGERTIPS. 

Say you want to increase 
production of widgets next year. 

VisiCalc can tell you how 
many different parts must be 
ordered, in what quantities, at 
what prices. It can even tell 
you how much extra space and 
how many extra man-hours 
the parts will require, or any 
aspect of inventory that can 
be quantified. 

All with a few 
keystrokes 

INSTANT ANAiYSiS 

VisiCalc takes the 
pencil work out of 
everything from taxes 
to market demo¬ 
graphic research. 

Just punch 
in the 
variables 


You can also use VisiCalc for house¬ 
hold budgets, record keeping, 
stock analysis, personal taxes and 
much more. 

And the ATARI 800 Personal 
Computer can be used for edu¬ 
cation, entertainment, communi¬ 
cation and access to useful data 
banks. 

Ask your Atari dealer about 
the ATARI 800 Personal Computer 
and VisiCalc. He’ll show you how 
easy it is to develop your business 
plans in plenty of time to use them. 





ATARI 















i THIRD CLASSMAIL J 


Don’t like to type 
those programs? 




